REMARKS 

Claims 1-40 are now pending in the application. Applicant has amended claims 1, 2, 10, 
19, 28, and 37-40 and cancelled claims 41-44, 46-52, and 54-59 without prejudice. Applicant 
requests reconsideration of this appUcation in view of the foregoing amendments and the 
following remarks. 

Claims 1, 7-10, 16-19, 25-28, 34-40, 52, and 54-59 stand rejected as being unpatentable 
over Perlman (U.S. Patent No. 5,558,339; "Perlman"). This rejection is rendered moot with regard 
to Claims 52 and 54-59 in view of Applicant having cancelled these claims without prejudice. 

Claims 41-44 and 46-51 stand rejected as being unpatentable over Perhnan in view of 
Teshima et al. (U.S. Patent No. 5,273,288; "Teshima"). This rejection is rendered moot in view 
of Applicant having cancelled these claims without prejudice. 

Claims 2-6, 11-15, 20-24, and 29-33 stand rejected as bemg unpatentable over Perhnan in 
view of Teshima and further in view of Golad (U.S. Patent No. 6,231,441; "Golad"). 

Each of the pending claims recite, in substance, that each of two commimication 
terminals accesses its own telephone number from one memory location and the other terminal's 
telephone number from another memory location, and displays both telephone numbers at the 
same time. The cited prior art fails to teach or suggest such Umitations. As such, the 
independent claims, as amended, as well as the claims that depend therefrom, are allowable over 
the art or record. 
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For the reasons set forth above, all of the pending claims are patentable over the 



references of record and are now in condition for allowance. An early allowance of the all 



claims is earnestly solicited. 



Respectfully submitted, 




Neil G. Cohen (Reg. No. 35,100) 
Interactive Telegames LLC 
Montebello Park 
75 Montebello Road 
Suffem, NY 10901 
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VERSION WITH MARKINGS TO SHOW CHANGES MADE 



IN THE CLAIMS 

Please amend the claims as follows: 

1. (Twice Amended) A method of identifying game players and game moves, comprising: 

in a first communication temiinal having a first and a second memory location, storing a 
telephone number of said first communication terminal in said first memorv location: 

in a second communication terminal having a third memory location and a fourth 
memory location, storing a telephone number of said second communication terminal in said 
third memorv location; 

dialing at [a] s^ first communication terminal, a telephone number of [a] said second 
communication terminal; 

storing said dialed telephone number in said second memorv location; 

estabUshing a communications link between said first and second terminals; 

storing said telephone number of said first communication terminal in said fourth 
memorv location; 

[activating at each of said terminals, a game mode to play a game between a first player 
associated with said first terminal and a second player associated with said second terminal;] 

displaying at each of said terminals, [a] said telephone number of said first terminal 
retrieved from said first and fourth memory locations ; and 

displaying at each of said terminals, said dialed telephone number retrieved fi'om said 
second and third memory locations while said telephone number of said first terminal is being 
displayed. 

2. (Amended) The method of claim 1 , fiirther comprising: 



II 



activating at each of said terminals, a game mode to plav a game between a first plaver 
associated with said first terminal and a second player associated with said second terminal: 

defining a plurality of identifiers used to differentiate between said first and 
second players; 

activating a first indicator representing said first player; 

activating a second indicator representing said second player; 

indicating at each of said terminals, which player is currently authorized to send a game 
move instruction; 

receiving said instruction fi-om said authorized player; and 

displaying at each of said terminals, a game move and identifier associated with said 
received instruction. 

1 0. (Twice Amended) A method of identifying game players and game moves, 
comprising: 

in a first communication terminal having a first and a second memory location, storing a 
telephone number of said first conununication terminal in said first memory location: 

in a second communication terminal having a third memory location and a fourth 
memory location, storing a telephone number of said second commimication terminal in said 
third memory location: 

receiving at [a] said second communication terminal, a telephone number of [a] said first 
communication terminal; 

storing said received telephone number in said fourth memory location: 

establishing a communications link between said first and second terminals; 

storing a telephone number of said second communication terminal in said second 
memory location: 

activating at each of said terminals, a game mode to play a game between a first 
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player associated with said first terminal and a second player associated with said second 
terminal; 

displaying at each of said terminals, said received telephone number; and 
displaying at each of said terminals, [a] said telephone number of said second terminal 
while said received telephone number is being displayed. 

1 9. (Twice Amended) Apparatus for identifying game players and game moves, 
comprising: 

a first commimication terminal having a first and a second memory location, wherein said 
first memorv location stores a telephone number of the first communication terminal: 

a second communication terminal having a third and a fourth memorv location, wherein 
said third memorv location stores a telephone number of the second communication terminal: 

means for dialing at a first communication terminal, a telephone number of a 
second communication terminal; 

means for storing said dialed telephone number in said second memorv location: 

means for establishing a communications link between said first and second terminals; 

means for storing said telephone number of said first communication terminal in said 
fourth memorv location: and 

means for activating at each of said terminals, a game mode to play a game 
between a first player associated with said first terminal and a second player associated with said 
second terminal; 

means for displaying at each of said terminals, [a] said telephone number of said first 
terminal; and 
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means for displaying at each of said terminals, said dialed telephone number while said 
telephone number of said first terminal is being displayed, 

28. (Twice Amended) Apparatus for identifying game players and game moves, 
comprising: 

a first conmiunication terminal having a first and a second memory location, wherein said 
first memory location stores a telephone number of the first communication terminal: 

a second conmiunication terminal having a third and a fourth memory location, wherein 
said third memory location stores a telephone number of the second commimication terminal; 

means for receiving at a second communication terminal, a telephone number of [a] smd 
first communication terminal; 

means for storing said received telephone munber in said fourth memory location: 

means for establishing a conmiunications link between said first and second terminals; 

means for storing a telephone number of said second commimication terminal in said 
second memory location: 

means for activating at each of said terminals, a game mode to play a game 
between a first player associated with said first terminal and a second player associated with said 
second terminal; 

means for displaying at each of said terminals, said received telephone number; and 
means for displaying at each of said terminals, [a] said telephone number of said second 
terminal while said received telephone number is being displayed. 

37. (Twice Amended) A method of identifying game players and game moves, 
comprising: 
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in a first communication terminal having a first and a second memory location, storing a 
telephone number of said first communication terminal in said first memory location: 

in a second communication temiinal haying a third memory location and a fourth 
memory location, storing a telephone number of said second communication terminal in said 
third memory location; 

receiving at [a] said second communication terminal, a telephone number of [a] said first 
communication teraiinal; 

storing said received telephone number in said fourth memory location: 

storing a telephone number of said second communication terminal in said second 
memory location: 

displaying at each of said terminals, said received telephone number; and 
displaying at each of said terminals, [a] said telephone number of said second terminal 
while said received telephone number is being displayed. 

38. (Twice Amended) Apparatus for identifying game players and game moves, 
comprising: 

a first communication terminal having a first and a second memory location, wherein said 
first memory location stores a telephone number of the first communication terminal: 

a second communication terminal having a third and a fourth memory location, wherein 
said third memory location stores a telephone number of the second communication terminal: 

means for receiving at [a] said second communication terminal, a telephone number of 
[a] said first communication terminal; 

means for storing said received telephone number in said fourth memory location: 
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means for storing a telephone number of said second communication terminal in said 

second memory location: 

means for displaying at each of said terminals, said received telephone number; and 
means for displaying at each of said terminals, [a] said telephone mmiber of said second 

terminal while said received telephone number is being displayed. 

39. (Twice Amended) A method of identifying game players and game moves, 
comprising: 

in a first communication temiinal having a first and a second memory location, storing a 
telephone number of said first communication terminal in said first memory location: 

in a second communication terminal having a third memory location and a fourth 
memory location, storing a telephone number of said second communication terminal in said 
third memory location: 

dialing at [a] said first communication terminal, a telephone number of [a] said second 
communication terminal; 

storing said dialed telephone number in said second memory location: 

storing a telephone number of said first communication terminal in said fourth memory 
location: 

displaying at each of said terminals, [a] s^d telephone number of said first terminal; and 
displaying at each of said terminals, said dialed telephone number while said telephone 
number of said first terminal is being displayed. 

40. (Twice Amended) Apparatus for identifying game players and game moves, 
comprising: 
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a first commiinication terminal having a first and a second memory location, wherein said 
first memory location stores a telephone number of the first communication terminal: 
a second communication terminal having a third and a fourth memory location, wherein said 
third memory location stores a telephone number of the second communication terminal: 

means for dialing at [a] said first communication terminal, a telephone number of [a] said 
second communication terminal; 

means for storing said dialed telephone number in said second memory location: 

means for storing a telephone number of said first communication terminal in said fourth 
memory location: 

means for displaying at each of said terminals, [a] said telephone number of said first 
terminal; and 

means for displaying at each of said terminals, said dialed telephone nxmiber while said 
telephone nxmiber of said first terminal is being displayed. 

Please cancel Claims 41-44, 46-52 and 54-59 without prejudice. 
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